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Abstract 
The aim of the study is to examine the self-perceptions of elementary school sixth-, seventh- and eighth-grade students who are 
aged between 12 and 15 about computer game addiction. In the research, the game addiction scale was employed in order to 
    self-perceptions. The scale was administered to 1467 elementary school students. Of the participants 
students in the research, 16,8% described themselves as individuals experiencing problems in computer game addiction. On the 
-perceptions, 
whereas the factors of socioeconomic level and grade level do not. 
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1. Introduction 
 
ent tools of twenty years ago such as tumbler, baby doll or taw are now being replaced 
by computer or video strategy games and 3D war games. Many activities that are not possible in the real world have 
been transferred to the virtual world, which made it much more attractive in the eyes of children. For example, a 
child is now able to be present in the middle of a war as a soldier or to decide upon the future and production level 
of the colony that s/he rules in a strategy game. These scenarios used to be p
they turn them into reality now in virtual environments.  
 Computer- or video-
Among the positives are the skills of imagination, establishing cause and effect relationship, hand-eye coordination, 
transition to abstract thinking and playing games together with others; whereas the possible negative effects are 
visual impairment, headache, violence tendency, personality change, asocial behaviors, academic failure and 
addiction (Hauge and Gentile, 2003; Chiu, Lee and Huang, 2004; Wan and Chiou 2006; Lateh, Muniandy, 2011). 
 It is seen in the literature that there does not exist a consensus on the issue of game addiction and 
researchers define it from different perspectives. While some researchers define game addiction as excessive, 
obsessive and compulsive use of video-games, some others characterize it as problematic and pathological game-
playing ( Chen, Chen, & Yen, 2005; Salguero & Moran, 2002;  
 
 Hafize Keser. Tel.: +90--312-3633350fax:+90-312-3636145 
 E-mail address: hafizekeser@yahoo.com.tr 
 
Available online at www.sciencedirect.com
Open access under CC BY-NC-ND license.
248   Hafi ze Keser and Necmi Esgi /  Procedia - Social and Behavioral Sciences  46 ( 2012 )  247 – 251 
Seay & Kraut, 2007; Johansson & Gotestam, 2004 ). Despite the differences, 
the common argument between these researchers is the idea that game addiction is a behavioral problem. Departing 
from this point, it is safe to define game addiction as the excessive and compulsive use of video or computer games 
in a way to cause social and emotional problems beyond the control of the user.  
 A limited number of studies is observed in the literature that have been carried out on computer game 
addiction with different samples. 
with respect to different factors and determined that game addiction has a negative impact on academic success. 
Hauge& Gentile (2003), on the other hand, found in their study that gender is a significant factor in computer game 
addiction and that boys tend to become addicts more than girls.  
2. Method And Instruments 
 
of 21 items was employed in this research. It is composed of seven sub-factors (Salience, Tolerance, 
Mood Modification, Relapse, Withdrawal, Conflict, Problems) and three items related to each sub-factors. The scale 
is of 5-point Likert-type: 1 (never), 2 (rarely), 3 (sometimes), 4 (often) and 5 (very often). First, the scale was 
translated into Turkish. Then, these translations were referred to two education technologists, two psychological 
counseling and guidance specialists who hold PhD degrees in their fields. The translations were corrected in line 
with the suggestions came from these field specialists. Game addiction scale was administered in a pre-trial group 
 The score to be 
obtained from the scale ranged from 21 to 105. The base score in evaluation of scores was taken as 60 and above. In 
other words, an individual with a score of 60 or above was considered to be someone who experience problems in 
terms of game addiction. Students' self-perceptions were examined on the basis of gender, socioeconomic level, age 
and grade level.  The impacts of the factors on the group scores were analyzed using t-test, variance analysis and 
mean distribution. In the research, a sample was not defined in order to include all schools located in the central 
district (Tokat/Turkey). 
 
3. Findings And Interpretation 
3.1. Findings related to Demographic Information about Students 
 Demographic Information about students is given in Table 1. 
 
Table 1. Demographic Information about Students 
 
Gender Grade Level Socioeconomic 
Level 
Age 
Female Male 6th 7th 8th Lower Middle Upper 12 13 14 15 
683 784 419 510 538 958 402 107 299 513 552 103 
 
 The participants of the research were 1467 students attending sixteen different elementary schools in 
Tokat/Turkey (683 female and 784 male). Of these students, 419 attend the sixth grade, 510 seventh and 538 eighth. 
958 of the participant students come from lower, 402 middle and 107 upper socioeconomic backgrounds. In 
addition, 299 participants are 12 years old, whereas 513 are 13, 552 are 14 and 103 are 15. 
  
3.2-Findings related -Perceptions 
3.2.1-Distrubition 
 . 
 
 
 
  
 
 
21-60 points 61-105 points 
% f % f 
83.2 1220 16.8 247 
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 As indicated in Table 2, 83.2% of the students (1220 people) perceived themselves as average game players 
(21-60 points). In addition, 16.8% (247) perceived themselves as users who experience serious problems in 
computer game-use (60-105 points). 
 
 
3.2.2-Level of Age 
 Compari . 
 
 
Source of the 
variance 
Sum of Squares df Mean Square F p Significant 
Difference 
Between Groups 9221.0 3 3073.68 18.42 .00 15<14<13<12 
Within Groups 244031.0 1463 166.80    
Total 252252,1 1466     
 
 As it is seen in Table 3, analysis results indicate that there is a statistically significant difference between 
the mean scores received by 12-year-olds ( X =44,19), 13-year-olds ( X =39,87) and 14-year-olds ( X =38,79), 15-
year-olds ( X =37,24)  [F3-1466=18.42, p<.05]. Findings suggest that game addiction increases as age level goes 
down. 
 
 
3.2.3-Gender 
 . 
 
Table 4.  
 
Gender N Mean Std. Deviation sd t p 
Male 784 42.7143 13.72723 1465 9.50 .00 
Female 683 36.3675 11.55141    
 
  Tablo4 shows  
[t1465= ( X  ( X =42.71), which suggests that girls 
show less interest in computer games than boys.  
 
3.2.4- Socio-economic level 
  . 
 
Table 5. Impacts of different socioeconomic levels on partici  
 
Source of the 
variance 
Sum of Squares df Mean Square F p 
Between Groups 159.45 2 79.72 .46 .63 
Within Groups 253092.6 1464 172.87   
Total 253252.1 1466    
 
 No significant difference was observed between the mean scores received by those students coming from 
lower socioeconomic background ( X =39.72), middle socioeconomic backgrounds ( X =39.53) and upper 
socioeconomic backgrounds ( X =40.89) [F2-1466=.63, p>.05]. This finding in
levels do not have impact on their game-playing intensities. In other words, the tendency to play computer games is 
independent from the socioeconomic level. 
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3.2.5- Grade level 
 ect to their grade levels is given in Table 6. 
 
 
 
Source of the 
variance 
Sum of Squares df Mean Square F p 
Between Groups 281.72 2 140.862 .81 .44 
Within Groups 252973.2 1464 172.794   
Total 253252.1 1466    
 
 As it is seen in Table 6, there do not exist significant differences between the mean scores received by sixth 
grade students ( X =40.323), seventh grade students ( X =39.84) and eighth grade students ( X =39,23) [F2-
1466=.81, p>.05]. 
differences between their game-playing habits.  
4. Conclusion and Suggestions 
 
 It was determined, with the general limitations of the research, that 247 of 1467 children aged between 12 
and 15 consider themselves as experiencing problems in terms of computer game addiction. It is indeed a very high 
number, though it does not seem so as a percentage within the general sample.  
 Computer game addiction and age level are inversely correlated. As age goes down, game addiction goes 
up. This finding can be explained with the fact that younger children have higher needs for playing games. 
However, it should also be noted that those children with a higher need for playing games also have a higher 
tendency to become addicts. In addition, computer game addiction can also have negative impacts on the bone-
muscle developments of 12-15 years old children.  
 Yet another notable point is that differences in socioeconomic level do not have impact on computer game 
addiction. This finding can be explained with the fact that people from lower socioeconomic backgrounds now have 
equal access to computer technologies. Moreover, children who do not have computer available in their homes can 
ce the risk of computer game 
addiction.  
 In conclusion, when all the findings are considered together, it is believed that informing children of this 
age level and, if possible, subjecting them to a process of education on computer games will be helpful, as they are 
now in the process of transition from childhood to adolescence. In this respect, rendering compulsory the 
Communication Technologies course that is offered as an elective course in elementary education 6th, 7th and 8th 
grades will be influentia . 
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